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Computers are NIT-PICKERS: 

While "the book" may state that spacing in BASIC 
programs is "optional", there's always the excep- 
tion that proves the rule... If there are spaces be- 
tween the name of an array or matrix and the 
parentheses that encloses the array row/column 
variable(s) or numbers, Computer may drop the 
leading parentheses and come up with an error 
message. Therefore: 

Array references should look like this: 

TYPE DO NOT TYPE 

A (30) A (30) 

t 

(space) 

Remember that NO SPACES SHOULD BE USED IN 
ARRAY VARIABLES. Pretty soon this will become 
habit, and Computer will, in turn, break its own bad 
habit of spraying you with "couthless" ERROR 
messages! 

You Can't Go Wrong 

Using English Spacing In BASIC 

Related to the "nit-picking" problem above, begin- 
ning programmers should develop the habit of us- 
ing spaces between words, symbols, etc. (just as a 
High School English teacher would like!) Doing this 
doesn't cost a single byte of RAM: Since each state- 
ment is checked and tokenized as it enters the com- 
puter, the spaces aren't stored anyhow. ..they are 
used only in the interpretation portion of input pro- 
cessing. Remembering this can make your pro- 
grams more "human" and easier to RUN and read, 
and can avoid all kinds of potential confusion on 
the part of your computer! 



Don't Use "Reserved" 
BASIC WORDS As Variables! 

If you use a BASIC keyword or other "reserved" 
word that your computer may interpret as a func- 
tion or statement rather than a variable, sooner or 
later it WILL so interpret! Learn to avoid such pro- 
blems as use of the variable name LETTER 
(includes the word LET), FORTY (the computer 
may see this as if it were FOR TY), NEXT (used as a 
variable name), and the like. You get the idea! 



A Somewhat "NOTTY" Problem 

The BASIC interpreter has difficulties when you 
combine logical operators (NOT , ~, <, >, <=, 
>s= and <> ) with the operator NOT. In fact in 
some cases it just plain stops! When this happens, 
all contact between the keyboard and the Com- 
puter itself is lost, and even pressing SYSTEM 
RESET doesn't help. The only recourse at this point 
is to turn the system OFF and then ON again. This 
licks the problem with NOT, but simultaneously 
causes everything in RAM to be lost. 

The best solution, as usual, is an ounce of preven- 
tion: ALWAYS ENCLOSE THE NOT AND ITS 
ASSOCIATED VARIABLE IN PARENTHESES, like 
these examples: 

.100 PRINT A « (NOT B) 
100 PRINT A < (NOT B) 

and so forth... 
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CASSETTE 




Once in a while your disc may refuse to talk to your 
computer. The computer will inform you of this 
problem by typing "ERROR-1 38". If this should oc- 
cur, use the following procedure: 

1. Remove the diskette. 

2. Turn the Disk Drive OFF, then ON. 

3. Replace the diskette and try the disk operation 
again. 



Your computer sometimes gets confused after you 
hit ^EEHiISai ar| d refuses to write to the cassette. 
To insure that your BASIC programs are properly 
written to the cassette, you should always enter 
them by typing LPRINT E^Bl before typing 
CSAVE. If you don't have a printer, the system will 
print out "ERROR-1 38" which you should ignore. 



C014850 REV. 2 



r 



Chapter Reference Tabs 



The material printed on this page is for your convenience in organizing your Basic Reference 
Manual. Simply cut out the tabs on the lines with a pair of scissors and insert them in clear plastic 
tab holders (available at any stationery store). Fasten the tabs to each chapter title page or appen- 
dix cover page and you are in business! 



